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Recharges the DUALSHOCK'3 wireless controller for up to Store & charge 4 x DUALSHOCK*S wireless controllers Slim (CECH 4000 series) 
2 hours of gameplay ‘Store & charge 4 x DUALSHOCK"3 wireless controllers 


— 
f -*) : mY 
4 2 


www.venomuk.com 
# Venom UK Gaming W @VenomGamingUK 


GAMEREACTOR 


KILLZONE: SHADOW FALL 


~ NEXT-GEN MARCHES IN - 


PC / PLAYSTATION / XBOX / NINTENDO / MOBILE 


Welcome. 


Reconnecting with the immersion of 
digital pursuits beyond column inches 


‘The next-gen buzz kind of snuck up on me. A 
somewhat crazy claim to make, given that Xbox 
‘One and the PlayStation 4 have dominated the 
‘news since their respective announcements. 

‘Yet while the consoles lay locked behind glass 
cases on show floors, and tech and specs were 
contained to powerpoint presentations, | took note 
of my surprisingly apathetic reaction to them. Even 
with Hollywood-quallty trailers swallowing the walls 
on stages at E3, | didn’t find my pulse racing, even 
if my ears were left ringing. Something was 
missing. A few weeks ago, | realised what that was. 

To echo Turn 10's Dan Greenawatt, the proof is in 
the playing. | finally got to sit down to a relatively 
ninterupted session with some of the launch titles 
and remembered something. We spend so long 
covering the bigger picture, we forget the smaller, 
important details: immersing ourselves in these 
worlds, experiences. Reporting on videos, screens, 
is an objective process. Reviewing, just like playing 
for the fun of it, is wholeheartedly subjective. 

Even if you're sticking with your current consoles, 
there's plenty of fun to be had. Myself, I'll be racing 
in GTA Online and sailing in ACIV on Xbox 360 over 
the coming months - come join me. 
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MIKE HOLMES 
ur staff writer's been doing one 
thing this month: playing Xbox 
One, Locked in the office with a 
console and the launch tts, his 
only companions a coffee mug 
and endless takeaway cartons, the 
man that is Mike may come out at 
the end a recluse, but atleast he 
knows his X1 Gamerscore will be 


BENGT LEMNE 
‘Our Swedish correspondent made 
the bold move to drop his savings 
on a 56 inch HDTV in preparation 
for the new consoles. Ironically, he 
spent most of his free time these 
past few weeks glued to the tiny 
sereen of his PS Vita, clearing the 
{gaming backlog in time for his 
most anticipated title of the 


NICK COWEN 
Nick’ a freelance video games 
journalist with a credits list as long 
as your arm, penning pieces for 
The Guardian, and other lifestyle, 
mainstream and specialist outlets. 
He donned the spandex for us this 
‘month to review new release Lego 
Marvel Super Heroes, as well as 
helping us test out the Xbox One's 


the one to beat season: Tearaway, tech capabilities 
NEXT-GEN CONSOLE OF CHOICE: NEXEGEN CONSOLE OF CHOICE: NEXEGEN CONSOLE OF CHOICE: 
PLAYSTATION 4 PLAYSTATION 4 XBOK ONE 


THOMAS BLICHFELDT 


Gamereactors life-long Mario fan 
‘was like a kid at Christmas when 
Super Mario 3D World came into 
the office for review. Though it did 
mean he had to replace his WWE 
spandex for a while to do so, as 
te'd previously been digging into 
his other main love: the world of 
‘American wrestling in WWE2K14 
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Gamereactor’s not responsible for unsolicited material 
FRaproduction in whole or in part without permission is 
prohibited, You'e welcome to quote us, but aWvays make 
‘sure you credit the source. 


Gamereactor isa free magazine published by six ectorial 
Cofices in United Kingdom, Danmark, Finland, Germany, 
Norway and Sweden, Gamerwactor is available at multiple 
‘etalors around the country and is issued with a 
eriodiaty of ten issues per yaar 


‘Gamereactorco.uk is part of the Gamareactor video 
‘games new network, the biggest in Northem Europe and, 
attracting a global audience. You'l find the latest news 
‘and reviews, as wall as previews, features and interviews 
from around the industry I's also the home of GRTV, our 
professional HD-qualty Video section fering tralers, 
‘gameplay and video interviews. Gamereactor's on iPad, 
‘mobile and Smart TV, but sadly not on Mars, Yet. 


Gamereactor is issued by Gamez Publishing A/S 


PETTER HEGEVALL 
Patter won the internal office bet 
by being the first to get a PS4 for 
review purposes this issue. Our 
joint Art Editor / writer sat down 
for a weekend with Killzone and 
came back impressed, if little 
disheartened. If you want to know 
why, you can read his thoughts 
later on inthe issue, 


NEXT-GEN CONSOLE OF CHOICE: 
TATION 4 


ALYSIA JUDGE 


While Alysia had to grapple with 
both press and publishers at this 
year’s Games Media Awards as 
she was shortlisted for the Games 
Media Academy award, she faced 
a mote daunting task this month 
as she tackled Nazis and undead 
fiends to pen her review of new 
release, Deadfall Adventures 
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DAS ULTIMATIVE RENNSPIEL! AB 22.11 - NUR FUR XBOX ONE 

= 
Hunderte perfekt nachgebildete Autos in atemberaubender Qualitat a 
machen Forza Motorsport zum ultimativen Rennspiel-Erlebnis. FORZA|5 


Speziell fur die Technologie der Xbox One entwickelt, wird durch die 
unendlichen Méglichkeiten der Cloud ein bisher nie dagewesener Grad 
an Realismus erreicht. 
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games at E3, more than all 
our erage 


LIKE YOU AND YOUR FRIENDS 
BUY, TRADE, SELL, OR GIVE AWAY YOUR 


ri O R GAME DISCS — OR DOWNLOAD GAMES 
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» CALLOFDUTY: 


GHOSTS 


- _ ALLDOWNLOADABLE 
CONTENT FIRST ON XBOX ONE 


Assassin's Creed IV; Black Flag 
The Witcher 3: Wild Hunt 
Elder Scrolls Online 

Call of Duty®: Ghosts 

NBA 2K14 

Madden 25 


FIFA 14 
Battlefield 4 
Tom Clancy's The Division 


BATTLEFIELD 4 
SECOND ASSAULT 
EXPANSION PACK FIRST 
ON XBOX ONE 


FIFA 14 


ULTIMATE TEAM 
LEGENDS — 
ONLY ON XBOX 
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THE MONTH 


BLIZZCON GOES TO WAR 


EVENT Blizzard’s big show delivers Warcraft expansions and a crossover of their biggest franchises. 


It was a busy BlizzCon. The semi-annual show, held in California, " and will include the new 
‘sees Blizzard, the creator of World of Warcraft, Starcraft and Diablo, 4 expansion). Blizzard discussed 
put on its own show for its franchise fans. Between the panels, live \ ' how they're tweaking the title yet 

acts and Q&As, i's customary for Blizzard to make announcements for the sa again, so as to offer PS4 players 
next step in its development plans, This year proved pretty big: Blizzard had new content to play around with. 
more than a few reveals to share. Sadly the chance of Remote 

First up was the news that World of Warcraft is getting its fifth expansion Play via PS Vita was dismissed 
pack in the form of Warlords of Draenor. The pack’s release will usher in anf by the company). 
increase in the character level cap - raising it to 100 - as well as offering r ‘Alongside that there was news 
major revamps of character and animation designs across many of the that Hearthstone: Heroes of 
game's races. No release date has been set, but Blizzard did also confirm Warcraft, the company's digital 
that work has already started on a sixth expansion, as the company looks card game, would be heading to mobile as well as PC. It was 
to increase the amount of new content coming to the MMO. also confirmed that the game's beta is going live next month. 

The upcoming fim adaptation was also touched upon. With the Warcraft The big reveal, however, was the showing of brand new title 
movie due in 2015, fiming is set to begin next year. Duncan Jones (Source Heroes of the Storm. The PC game is a multiplayer arena- 
Code) wil direct a story that revolves around a human and an orc, to mirror based title that pits characters and races from across all of the 
the multiple factions and viewpoints across the world. company's series, with iconic faces from Diablo, Starcraft and 

Diabio Ill also got some limelight, as the creators discussed the upcoming Warcraft batting with each other, It's to be free-to-play, with a 
Reaper of Souls expansion pack as well as a few details on the PlayStation closed beta due in the first half of next year. You can read our 
4 version of the game (which will be released as the Ultimate Evil Edition impressions about the title later in this issue. 


NINTENDO 
WII R.I.P 


HARDWARE Production halts on the 
iconic console. 


console will no longer be available to buy in Europe 
once stocks run out. Gamers will still be able to pick 
up a Wil Mini, and the Wii U is backwards compatible, so 
there's still options for gamers looking to take advantage of 
the console's huge back-catalogue of 1,200 titles. 
Between its 2006 launch and now the Wii has sold more 
than 100 million units, putting it ahead of both Xbox 360 


> Nintendo has stopped production of the Wii. The 


UNCHARTED ON PS4 
NAUGHTY DOG ARE BACK 

Just as 
B press Sony 
i bits during a PS: 
oll. The big 
cone was the news that Naughty Dog are 
orking on a new Uncharted game for the 
S4, The announcement came by way of a 
asortraller-no release d 
t Sony to go big on the 
a next years E3, with a proper 
sometime before then, 


and PS3, despite it being the least powerful of the three. 

Much of the Wii's success can be attributed to the Wil 
Remote, which offered an innovative alternative to the 
norm. Using built-in accelerometers and infrared detection 
via the Sensor Bar, it allowed control via physical gestures. 

With a focus on party games and a first-party slate that 
favoured family gaming, the perception was that the Wii 
was moving away from the core. Yet several titles on the 
system proved otherwise. Both titles in the Super Mario 
Galaxy series, as well as The Legend of Zelda entries 
Skyward Sword and Twilight Princess, along with notable 
third party games, proved it could serve both audiences. 

Over time Wii has become part of the lexicon of gaming. 
Its legacy can't be ignored, and the name now lives in the 
form of Nintendo's Wii U. 


‘You can still grab a Wil Mini (above) at retailers. 
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RETURN OF 
THE DEAD 


Telltale Games has begun taking 
pre-orders for The Walking Dead 
‘on Steam, with the second season 
of the zombie episodic adventure 
due to land on PC, Mac, consoles 
and iOS later this year (additional 
platforms to be announced later). 

The second series will carry on 
telling the story of Clementine, the 
young girl who starred in the first 
season, and will follow her as she 
tries to contend with both the dead 
and the living in the wake of the 
zombie apocalypse. 

“The terrifying nature of Robert 
Kirkman's world has allowed 
Telltale to push the boundaries of 
interactive drama in video games 
toa place that has had fans 
anxious to know what will happen 
next in this series,” said Dan 
Connors, CEO of Telltale Games. 

Season Two will consist of five 
episodes, and will conclude 
sometime next year. If you haven't 
yet played the first season, get on 
it as soon as possible. 


GROUND ZEROES 


MGSV PLANS DETAILED. 


‘Metal Gear Solid V: Ground 
Zeroes wil launch in Spring 
2014 on both current and 
t-gen lations. The 
nts In The 
to the 
ng 


act as a prologue 
tom Pain, introducing play 


world environments and st 
Engine. On PS3 and xbx 


the F 0, 
players will have the option of boxed retail 
(£29.99) or digital dawnload (£19.99). 

Going digital on next-gen also costs £29.99, 


FIRST DISNEY STAR WARS TITLE Djsi) 


WATCH DOGS 
DEV ON DELAY 


Ubisoft on next-gen launch title’s 
push back until the new year. 


Watch Dogs’ delay leaves a gaping hole in the next-gen line-up. As 
news filtered out of its slip to Spring 2014, we caught up with the team to 
talk through their thoughts on the delay, and how the game's subject matter, 
which deals with the invasion of privacy, surveillance and hacking, is, in the current 
climate, prime news material. 

"We started about four and a half years ago,” explained cinematic lead Lars 
Bonde when we taked. “This Is kind of a dream come true for us, that people are 
talking so much about [these security issues] right now. Because we knew at the 
time that this was an issue of privacy, and that's something we wanted to highlight 
and i's very much what Watch Dogs is about.” 

Ubisoft had set the target sales for the launch tile at a huge 6.2 millon copies, 
as the game had been highly anticipted since its reveal. As such, delaying the 
game wasn't a decision that'd been taken lightly, 

“it's always nice with a little more time," says Bonde, "You always have a top ten 
list of things you want to do, But | think it was a very strong move. It was a gutsy 
move, | know a lot of people were a litle bit unhappy with it and | understand that. 
But at the same time, we wouldn't have worked on something for more than four 
years to just push it out because there's a new generation of consoles coming out 
just now. We want to make sure it's the game it deserves to be.” 
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released thelr first Star Wars title since buying the prc 


Tiny Death Star Is a reskinned 


Pros and cons 
of the month. 


IT’S ALL. 

ABOUT THE 
NEXT-GEN 

The winter flood of titles may 
already be swamping current 
consoles, but all eyes, ears 
and conversation these past 
few weeks have been about 
the artval of PS4 and X1 


DRIVATAR 

We joked with Turn 10 about 
the name, but Forza 6's cloud- 
based Al system really makes 
all the difference when playing 
solo. Here's hoping we get to 
‘see smarter Al come next-gen. 


PLAYSTATION 
MEMORIES 

Sony went big on nostalgia for 
the bulld up to Its PS4 launch 
with Twtter discussion on past 
PS memories and a really nice 
video montage of past glories 
In ts “For the Players” ad. 


@ 


COD GHOSTS 

The latest in the ong tine of 
shooters has dWvided press, 
with some claiming the series 
is finaly bumt out. The divide 
even spit the Gamereactor 
network in two. 


LATE CODE 

While we tried to secure every 
last next-gen launch release to 
bring you the comprehensive 
Verdict on both consoles, a 
few slipped at the 11th hour. 
Find the full set ontine on the 
website right now. 


GOODNIGHT WII 
Well remember It for bringing 
is motion control, Super 
Mario Galaxy 1 & 2 and a toad 
of other great memories. 


THE GAMING 
BOOK REVIEW 


Tie-in hardbacks that 
will fit nicely into a stocking 
come Christmas time. 


Looking for gift ideas? This month's had 
a few notable video game-related books 
appear on shelves - and one that while not 
released until next year, will likely have the 
retro fans among us (Mega Drive players in 
particular) reaching for wallets. 

The Sega Mega Drive/Genesis; Collected 
Works book is a dense treasure trove that 
contains development sketches and art for 
some of the console's most popular titles, 
more than twenty developer interviews and 
an extensive piece tracking the hardware's 
impact on the industry. it also contains 
unseen design material spanning Sega's 
glory days as a console manufacturer. It's 
great compendium and is currently in the 
last days of its Kickstarter campaign to be 
funded. If you're interested in contributing 
and securing a copy, head to the official 
campaign page at: http://kck.st/187Ne7W. 

If you don’t want to wait until next year 
and need something to fill up stockings for 
the Christmas rush, there are also several 
other hardbacks that have hit store shelves, 
already, including two art books published 
by Titan Books: The Art of Assassin's 
Creed IV: Black Flag (samples of which 
you can see over the page) and The Art of 
Battlefield 4 both cover the concept stage 
for the two winter blockbusters, sourcing 
interviews with artists to discuss the work 
that went into designing the worlds as well 
as characters in the games. Each will set 
you back £29.99, 

If you're after a more fun read, check out 
Top 10 For Boys 2014, a compendium of 
facts drawn together by writer Paul Terry, 
within the pages of which contains a whole 
chapter dedicated to video games, from 
franchises to consoles, old and new. As 
with the art books, you can find it at your 
local retailer, with an RAP of £14.99. 


PURPOSE BUILT FOR 


ALL GAMERS 


ROCCAT™ RYOS SERIES 


Purpose built for all gamers, the Ryos keyboard series is 
the most advanced, most customizable mechanical gaming 
keyboard series ever created. Each of the three keyboards 
in the series features high-quality CHERRY MX key switches, 
fully remappable keys and the ability to record and store 
on board over 500 macros. Aimed at die hard gamers, 
the Ryos MK Pro leads up the series with a whopping two 


RoccAT 


RYO 


“SERIES 


ARM Cortex processors, allowing fully configurable per-key 
illumination. The Ryos MK Glow is next in line and targets 
serious gamers with its powerful LED backlighting in six 
adjustable brightness levels. The series is rounded off by the 
Ryos MK for gaming purists, which retains the core 
functionality of the Ryos MK Glow and Ryos MK Pro. Get your 
Ryos today or visit roccat.org for additional information. 


Art director on bringing 
the 18th Century Caribbean to life. 


“Each place we created had a particular mood or palette. 
The concept artists behind bringing the 18th Century Caribbean 
for Black Flag, Ubisoft's newest historical venture in the franchise, 
had to create a vast open world to capture the Golden Age of 
Piracy. “This isn't a caricatured version of Piracy," continues Brand 
Art Director, Raphael Lacoste. “It's a more grounded and realistic 
interpretation of history.” 

With Edward Kenway’s exploration of the world via his ship, the 
Jackdaw, and the game's design allowing players to travel almost 
anywhere the winds would take them, Raphael and the team had 
to entice you to weigh anchor at every island you came across. 

“Natural landmarks are very important in the game, as we 
needed to find locations in the open sea,” he says. “Silhouettes of 
mountains and moods help give a different flavour to each island.” 

‘Team members travelled to some of the locations that'd form 
part of the game world to study the landscape and city layouts, to 
capture the mood and to recreate a realistic, artistic interpretation 
of the places players would find themselves during the game. 

“We have the most varied wotld ever created for an Assassin's 
Creed game,” Lacoste continues, as the art team envisioned the 
Caribbean as a rich cocktail of high alifs, shallow pools and 
dense jungles to evoke inspiration for those team members who 
were charged with creating the world in-game. 

‘Attention to detail extended to the ships found sailing the high 
seas. “Each pirate ship follows the original designs from available 
blueprints,” says artist Mufizal Mokhtar, Authentic pirating? Yan: 


Extracts taken from The Art of Assassin's Creed IV: Black Flag by 
Paul Davies, published by Titan Books, which is out now. 


Martial arts, religion, driving clean and practising 
Street Fighter: we talk life with Turn 10’s Dan Greenawalt. 


How does it feel hitting the finishing line as 

Forza 5 launches on Xbox One? 

If you think about console launch games, a 
racing game is expected; but not this one, The racing 
game that’s expected would be a PGR, a Ridge Racer. 
Great games - | worked on the original PGR, I'm a fan 
of that franchise. But you don't usually bring the epic, 
hugely innovative, flagship game [to console launch]. 

We started this three years ago, before we even had 
shipped Forza 4, and to me what was critical was that 
we didn’t compromise, But | wanted to be there at 
launch of the Xbox One, 

I thought it'd be a crazy challenge, really interesting. 
And in many ways it's reinvigorated my passion, my 
excitement, for working on this franchise, 

Now the finish line is in sight, the nice thing has 
been coming on the road and sharing our work with 


press, community and small groups of public. Seeing 
it through their eyes. | can watch [Forza 5] through the 
people's eyes, see the changes, see the differences. 
Obviously it looks beautiful. That was important to us; 
1080p, 60 frames per second, But the play is what's 
been really enjoyable for me to watch, seeing people 
‘experience the game. 


Are you going to have the chance to celebrate? 
We're known for DLC. Our first DLC pack is coming 
day and date of launch and we're going to continue to 
add ten cars a month. We're looking at other things in 
game as well. 

The nice thing about the Xbox One is that we can 
update it much more easily, and we're getting a lot of 
telemetry; we can see where players are struggling, 
where they're having fun and double-down on the 


areas where people are enjoying it. We can fix the 
areas that we see have bugs. Then we can add 
content lists and such. 

As far as my role - there's really never downtime, 
There's always something else we're working on. | 
was saying we were working on this before Forza 4 
shipped, and we already had [Forza] Horizon in the 
pipe. So then we had three products at one time in 
our studio. 


We've talked to you at various events across the 
world this past year. How do you survive all that 
long haul travel? 
| thought | had this shit licked. It's the fall of the 
arrogant. | had a lot of trips here to Europe were | 
had a routine, and it was working really well. | was 
sleeping through the night. For the last few trips, it 
has not worked, I'm back to square one - | think | 
just got lucky [before]. 

Some of these press trips had me hitting a place 
- I might be in Stockholm for eighteen hours - I'd 
just land, leave. I'm not particularly organised... I'm 
like everybody else, But | have found with these 
trips | pack in an incredibly anal, organised fashion. 
Because it's the only thing | have control over on 
this trip. | want to keep [my baggage] very small. 
\'m travelling, | don't want to check it. | may be on 
the road for twenty days. And | bring a pretty small 
bag. That's a boring ritual, but that's what it is. 


“There’s really never 

any downtime. There 
is always something 

we’re working on” 


When was the last time you were appalling 
bad playing a game you'd made? 

I'm not the best Forza player. I'm good, but not 
great. So when we do multiplayer at work, we take 
the game home in the evening, play for a couple of 
hours late at night. I'l get into good battles. But 
there's guys on the team that are like racing car 
driver fast. They put me in my place. 


Would you recommend a steering wheel or 
controller for Forza? 

Ihaven't found that most players graduate from 
controller to wheel. | think in many ways they're 
just orthogonal to each other, I've had people ask 
me which is better, 

I tend to think of it like this: "so you play Halo, 
have you raced a car"? If you can answer yes to 
the first question, and no to the second, use the 
controller. You'll be more comfortable with it, you'll 
be a more dexterous gamer. It’s just going to work 
for you. And if the answer is no to the first, yes to 
the second, you should use a wheel, because that 
feeling of the wheel is just going to be much more 


comfortable. People who have done a little bit of both, 
it's more preference, but we've tried to tune the game 
so that you can play it with the controller and never 
‘even know the wheel existed, or you can play with the 
wheel and never know the controller existed. 

I'm not necessarily trying to get people to go from 
wheel to controller, controller to wheel, | feel people 
bring who they are to the game, and | want you to play 
how you want. 

We've even changed the Career mode so you're 
staying in the cars you love. We don't push you with 
an impetus to go for the faster cars - it's that same 
mantra: play as you want. Turn the assists on, turn 
them off, all of that. Make the game fit around you, 


What was your first gaming experience? 

My parents had a Pong machine, That's all | did, play 
Pong. It wasn't until later, when a family that lived next 
to us, who where from Taiwan, brought back with them 
the NES, before it was out in the U.S. We just sat up all 
night playing. Much later | got into a community, Street 
Fighter tournaments, and that’s when | got good. Pong 
was the introduction, Nintendo was the obsession, and 
Street Fighter was when | learnt about gamesmanship 
in multiplayer games. 


How big's your gaming collection? 
At any one time, | have no idea. | basically have a 
stack, and there's certain games I'm going to play and | 
know I'll finish. | can get obsessive. I've put 140 hours 
into Skyrim, I've done some of the quests in GTAV that 


are almost painfully tedious, but | can't not do them. So 
it's not that | just touch every game. Some games I'll 
play a little bit, but find it's not for me. What | found is 
that there's even really good mechanics in bad games. 
So it's helpful to see the game and sniff it out. And then 
| find myself playing even though | don't like it, but | 
want to know more about this one mechanic. 


How'd you get into the industry? 
| have an incredibly circuitous career path. | was a 
religion major in University - comparative religion, | 


“| was very passionate. 
| had a vision, and had 
something | wanted. 

That won people over” 


wasn't going into seminary or anything. And | taught 
martial arts - and | found that worked very well, Martial 
arts was going to be career. That was my foundation. 

| was teaching martial arts, and | needed money, as 
the teaching wasn't paying the bills very well, and | was 
starting up my school. A friend suggested I test video 
games, because | liked them, So | started working on 
games and, over time, through a series of trials and 
tribulations of opening my own school, and students 
here and there, trying to collect money, and as well as 
working on some pivotal games, doing a lot of travel, 


and also working with [developer] Bizarre Creations 
on the original PGR, | decided to make my primary 
career games, and teach on the side. Once | did 
that, a lot of things fell into place, 

I didn't choose games. | liked games. And | think 
in many ways the background in teaching as well as 
the background in comparative religion leant itself 
well to being a designer. Because of the respect of 
the player, Because people are passionate. They're 
‘excited, How can | get them more excited? 


What's been your favourite moment? 

There was a seminal moment to do with making 
this my career, | was working at Bizarre Creations, 
and | was under the wing of Martyn Chudley and his 
wife Sarah, | wasn't asking for credit as a designer, 
but | was doing a lot of design work. | just wanted 
to help out. | was passionate about the product, | 
loved the team, but | wasn't career-oriented and 
certainly didn't care about a title. Bizarre Creations 
gave me a design credit on the game. And it was 
‘one of those moments where | realised it wasn't a 
case of just liking the job. People actually wanted 
me doing this. Seeing it through other people's eyes 
like that... | hadn't been taking it seriously. | went 
“oh wow. Maybe this is something | should think 
about”, It was the moment that changed my outlook 
on this as a career, 

Outside of that, I'm a fairly passionate individual. | 
think it's why I'm able to get people excited about 
the game when | speak about it. When we founded 
Forza and Turn 10 | was very young, | didn't know a 
lot about the business. But | was very passionate. | 
had a vision, something | wanted to do. And that 
won people over, That was another moment, were | 
saw | didn't have to be the smartest, or the most 
creative, | just had to really collaborate with a good 
group of people. Surround myself with great people, 
and be excited. And | could excite them, and 
together, we could do incredible things. I'm nowhere 
near as powerful as a really collaborative, smart 
group of people. And the skill that | had was to 
focus them, get them excited and get us to do big 
projects together. It was like "oh, this is where | can 
do something unique". | can set a vision long term, 
and | don't know how we're going to get there, but 
if can get us all going, we'll find our way. 


Forza Motorsport 5 is out November 22. 


XBOX ONE 


The Xbox 360’s successor has arrived. we get to grips with what its creator 
is calling the all-in-one gaming and entertainment system to see how it fares. 


It's been a rocky road to launch for Microsoft. But the Xbox One is 
here now and it's time to take stock of everything that's happened so 
far, as well as look ahead to what the future holds for the console. 
Dubbed as an all-in-one system for the home - furthering Microsoft's 
wish to make Xbox One your living room hub for games as well as TV 
and movie streaming - the machine is a jack of all trades. If you're 
moving actoss from Xbox 360 you'll be pleased to know that most 
of the current TV and movie Apps will be supported from launch 
(Gee sidebar, right). 
Reversing the Xbox 360’s redesign trend as its predecessor turned 
into a sleeker machine over its fe cycle, Xbox One is bigger than you 


THE JOYPAD DESIGN FEELS LIKE THE FIRST 
XBOX’S CONTROLLER S - NEAR PERFECT 


matte finish on the main body is stylish, while 
the raised analog sticks have bumps 
around their rims to make it feel more secu- 
re to hold. The D-Pad's a huge improve- 
ment over the Xbox 360's, losing the raised 
back circle in favour of the cross formation 
sitting within the casing of the controller 
itsof, It stil needs batteries, but their hous- 
ing is now built horizontally into the pad 
between the triggers, so your fingers grip the 
pad prongs more securely. The biggest featu- 
re is actually one of the most subtle: in-built 
vibrators on each of the back triggers. it may 
sound like a smal addition, but for games like 
Forza, it lets you feel how much you're pushing the 


might expect; in fact it's a chunky beast. The design and sheer size of the engine, as well as giving you tactile feedback if your 
casing design means you won't be able to turn it on its side (you can try, but car wheels run off the track, it makes a massive diffe- 
we'd advise against it, unless you want the world's most expensive door stop). rence to the level of immersion in the game. 
Conversely the new controller is a revised version of the Xbox 360 standard, ‘Al Xbox One consoles come bundled with Kinect, 
looking and feeling much closer to the original Xbox's Controller S type. It's a and it's much more sensitive than the previous iteration 


‘smaller fit for the hands, and a much better one in our opinion. The black of the technology (though on our first day of using it, it 


@ KINECT @ BLU-RAY 


still had the occasional issue with accents). You can use it in conjunction with the new Skype 
‘App to video call anyone who's signed in to the service and online, with Kinect keeping you in 
frame if you move around the room as you talk, At any point while playing a game you can get 
the console to capture footage by simply saying “Record that”, with the console saving the video 
until you're ready to watch and edit it (you can upload it online as wel). 


THERE’S LESS EMPHASIS ON INDIE TITLES, 
BUT THERE ARE BIG EXCLUSIVES 


The Dashboard is a vast improvement over the Xbox 360's, built around only three pages - your 
main Home screen, a ‘Pins’ menu as the left page that you can customise for shortcuts to your 
most used game and Apps, while the right page is the Xbox Store, the page split into columns 
for quick access to TV & Movies, Games, Music and Apps. It’s a killer Ul, and it switches from 
‘Apps, games and Dashboard in a flash. Very impressive, 

If you're picking up a console now, you've the choice of Dead Rising 3, Ryse: Son of Rome and 


@ VALUE 


Forza Motorsport 5. Killer Instinct and Fighter Within are both on hand for 
fighting fans (the latter uses the Kinect), while Crimson Dragon should appeal 
to those who fondly remember fantasy shooter Panzer Dragoon, 

Battlefield 4 and Call of Duty: Ghosts ensures that both of the main shooter 
franchises are well represented, whie Lego Marvel Super Heroes and Sky- 
landers Swap Force means that there's something for younger gamers. 

‘There's less emphasis on indie titles than there is with PlayStation 4, but 
‘expect Xbox Live Arcade's offering to expand in future. The list of big name 
‘exclusives is quite persuasive, Looking ahead there's the Xbox (and PC) 
‘exclusive Titanfall, as well as Project Spark. Further off in the distance there's 
the next game from 343 Industries, Halo 5, as well as Insomniac Games’ 
exclusive Sunset Overdrive, Lionhead's Fable Legends, Remedy Entertain- 
ment's Quantum Break, and the episodic murder mystery D4. On the streng- 
th of those titles alone (and there's stil lots more third-party titles planned for 
next year, such as Metal Gear Solid V: The Phantom Pain, The Division and 
‘The Witcher 3) the future's looking bright for Xbox One. 


HEAD TO OUR SITE 
FOR REVIEWS OF ALL. 
THE LAUNCH TITLES 


FORZA MOTORSPORT 5 


We take Turn 10’s racer for one last spin before delivering our verdict online. 


Even with this brief meet, Forza 5 impresses, We're sitting down with Turn 10's racer 
- a title the studio's claiming to be “epic... hugely innovative” - for a short time as part of 
Microsoft's special Xbox One pre-launch event only a couple of weeks before release. 
The console's first games are all here, but most have studio representatives nearby to 
lend a guiding hand. It's early morning, on the first day of the two the event's running 
for and i's already busy. Game sessions are scheduled in for an hour and change, so 
creators dip players in and out of the code to show some different areas. Not so with 
Forza or Tum 10. 

It's the one corner of the event that's mainly filled by the development team. And they 
are happy watching visitors play, or fil a vacant spot themselves and race a couple of 
laps. Not that the game is any less eagerly anticipated - the opposite would be true - 
but it’s the one people want to sink into, dedicate much more than just an hour to. The 
game, as far as we can tel, plays as if you'd bought the disc at retail and slipped it insi- 
de your console. Start the game, and you're launched into a 
slickly produced intro video narrated by Top Gear's Jeremy 
Clarkson, which transfers directly into choosing your first 
car, and a run down of the extensive career modes in front 
of you. It's all done with the suggestion that you'll be living a 
lot of your life here from now on. That may be true. 

To call Forza 5 car porn would be to cheapen what itis. 


WERE NO STIG, BUT WE 
SOON SETTLE DOWN TO 
RACING PROPERLY 


It's a celebration of all things four-wheeled, Even if you're not a racing simulation fan, 
you have to at least appreciate the work and passion that's gone into it and is evident 
in every frame. We're no Stig - proven by the fact we make sure every driving assist is 
‘on before we go into the first race - but we settle down for a few laps. A ‘tester’, as the 
‘game puts it, for things to come. We half-wonder whether this is the game's subtle way 
‘of measuring how to tailor the Career, by how well (or badly) we do, 

Much has been made of two factors in Forza 5: the impulse triggers built into the 
controller, and the driver Al, which draws from the Cloud to populate each race with 
drivers based on other online compatitors, copying those profiles with as close a skill 
sset to yours into your game. With only a few laps of one race done, it's hard to see if 
that’s true, but we do notice our compatition are more volatile and twitchy than the 
usual sheep we see in these type of introductory races. We can speak for the impulse 
triggers though; the affect is immediately noticable, and with vibrations channeling up 
our digits to emphasis rough terrain and oversteer, we find we alter 
‘our driving style from arcade racer to a more considered approach. 

The game looks stunning, though Turn 10 worked wonders with 
the Xbox 360 and Forza 4 to the point that we want to see the two 
side by side to spot the graphical improvements. If the game is as 
deep as it is beautiful, this may be the next-gen launch title to beat, 
on either platform, Race to our site now to read our final verdict. 


JRION HI 
TROT 


XBOX ONE 

Crytek's gloriously gore-gous Rome brawler has been used to demo Xbox One's next-gen visu 
als, but has been hit with claims it's as shallow as it is beautiful. Combat is simple, but proves 
‘satisfying within context of the setting. Can it maintain that through the entire campaign though? 


KILLER INSTINCT 


XBOX ONE 1 


Rare’s one-on-one fighter makes a return as a downloadable-only ttle. I's been wrongly slam- 
med as a F2P title with characters and more needing to be purchased to fuly enjoy. Treat the 
‘one character version online as a demo taster; if you like the combat, then buy the whole thing, 


XBOX ONE 

Abigger world just means more zombies. But the next-gen heft means Xbox One stretches the 
undead hordes as far as the eye can see, A revamped weapon combo system and combat 
‘mechanics that actually live up to the name may make this a fun-filled splatter-fest. 


CRIMSON DRAGON 


XBOX ONE til 


XBOX ONE |i 

‘The dark horse of the launch line-up shouldn't be so easily dismissed, as not only wil it be 
introducing the series to console, but the sim wil also incorporate Kinect functionality that, given 
the attractions, suggests an experience that'll juggle solid strategy and animal petting cuteness. 


FIGHTER WITHI 


XBOX ONE ist 


LOCOCYCLE 


XBOX ONE ii 


On-rails shooters are a rarity these days. Crimson Dragon 
takes a fantasy rather than sci-fi setting and replaces a ship 
with - yep, you guessed it - a dragon. The spiritual sequel to 
0s classic Panzer Dragoon, this is looking to deliver a bom- 
baastic experience that may be quite limited unless there are 
a lot of secrets to unlock and leaderboards to conquer. 


We know little about Xbox One's other launch brawler, save 
that it's being developed by Ubisoft and is played through 
the Kinect, Its success will hinge on how far the tech has 
‘come on since its Xbox 360 iteration, though we don't think 
you'll need to mimic the bone-crunching moves with as 


much accuracy for your on-screen fighters to perform them. 


‘Wisted Pixel - they of ‘Splosion Man and Xbox 360 Kinect, 
‘The Gunstringer fame - are helping launch Xbox One's own 
Xbox Live Arcade service with this light-hearted adverture of 
aman and his sentient motoroycle. You'll be gesturing at the 
right times to perform stunts ansd combo attacks as you 
tackle numerous enemies, 


PLAYSTATION 4 


After seeing it from afar for months, we finally get the console in the office. 
What is the verdict on the slick tower that is PS4 when it’s up close and personal? 


After seven years with the PS3, its successor is finally here. The 
PlayStation 4 is truly a next-gen console, Sony's bespoke vision of 
what a modern gaming machine should be. Since its announce- 
ment in February the focus has been predominantly on the games 
that we'll be playing, and true to the promises that were made, 
there's a wide selection of different experiences available on the 
console when it hits retail shelves next week. 

The design of the console itseff is lovely - it was an eye-catching 
design when first revealed earlier this year, and time hasn't diminished that 
impression. The PS is slick, clean, small in size, light and very quiet. We love 
the shape of the console and the blue light that blazes from its side when you 

though it's doubtful your hands are ever going 


THE CONSOLE DESIGN IS LOVELY: SLICK, soln eran 
CLEAN, SMALL, LIGHT - AND VERY QUIET Taree ct ash a 


almost without dead weight. Latency is shorter, offer- 


the descending slope of the previous joypad. It's a 
slightly bigger size, but not noticeably different to 
the touch. The weight difference will be 
quickly absorbed after the first few play 
sessions, and you'll grab it lke it's been 
this design always. 
The touch pad that forms along the 
bridge of the middle stem is more usable 
than we first thought - tapping it while 
playing the likes of Killzone: Shadow Fall is 
natural. The longer grips feel better as well, 


turn it on. The machine boots up quickly, as do the games. The Ulis nicely ing faster and more responsive gaming. We're not sure 
designed, following in the footsteps of PS3: litle in the way of clutter: It's about the lack of the Start button, and the Options and 
lean, blue, minimalistic. It oozes next-gen. Share buttons are strangely positioned, thin strips set 
The controller is amazing. Sony have offered the first major overhaul of the ither side of the touch pad. The rear light bar, while a 
classic DualShock design in years. The remould offers softer curves than the styish adcition for photos and evening play sessions, 


previous versions of the controller. We love the longer trigger wings, which lose eats batteries and seems like a misstep, but aside 


HEAD TO OUR SITE 
FOR REVIEWS OF ALL 
THE LAUNCH TITLES, 


@ FREE GAMES @ HARD DRIVE @ SHARING 


from that one issue, we love the new DualShock 4, 

The games look great thanks to some decent hardware under the hood. AMD has provided the 
graphics card and CPU, and the system includes 8GB of powerful GDDRS RAM (the kind nor- 
mally reserved for graphics processors). I's a powerful system by console standards, and the 
robust technical specs are supplemented by a 500 GB Hard disk and a Blu-ray disc drive. 


WHILE TITLES HAVE BEEN PUSHED THERE'S 
GOOD THIRD-PARTY LAUNCH SUPPORT HERE 


There'll be WiFi and Ethernet connectivity, Bluetooth wil once again make a return, and there's 
USB 3.0 and HDMI ports buried in dips and grils of the machine, 

‘There are notable holes in the line-up, with the respective releases of Driveclub and Watch 
Dogs pushed back until next year, but even with these absentees there's plenty of options for 
early adopters. First-party title Knack caters for young audiences, and shooter-fans have Killzone: 
Shadow Fall. The first-person shooter genre is, unsurprisingly, best represented at launch, with 


@ BLU-RAY 


@ NO GOING BACK 


Call of Duty: Ghosts and Battlefield 4 also available from day one. EA's FIFA 
141is getting a decent upgrade, Need for Speed: Rivals is the only major 
racing title available at launch, and Assassin's Creed IV: Black Flag is another 
big hitter that’s arriving on the console in the first wave. Add titles like Injusti~ 
ce: Gods Among Us, Lego Marval Super Heroes, and the free-to-play offer- 
ings, and there's already plenty to choose from. First-party indies like Escape 
Plan, Flow, Flower and Sound Shapes will be Cross Buy (60 if you already 
‘own one of them, you already have your first PS4 game), and are joined by 
titles such as Contrast, Divekick, Super Motherload and Tiny Brains. 

The line-up only strengthens when we look ahead to next year. Bungie's 
Destiny leads a charge of titles that includes Diablo il, Final Fantasy XIV: A 
Realm Reborn, The Elder Scrolls Online, Infamous: Second Son and Thief 
(and don't forget Watch Dogs and Driveclub). Beyond that we can expect 
‘The Order: 1886, Final Fantasy XV and The Division. Add to that a slew of 
interesting indie titles - many of which are debuting on PlayStation 4 first ~ 
and the future looks assured for the console, 


GAMEREACTOR 
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COMING SOON 


HYPERION DRIVE-BY “(a 
Horo ables are nicely ted int thelr “dé 
particular series and history, 
‘Staroraft's Jim Raynor's ultimate 
abilty - once unlocked - sends his 
battlecruiser Hyperion over the map 
to shoot any enemies in its path. 


HEROES OF THE STORM 
iz 


Blizzard premiered their take on the MOBA genre at BlizzCon. Here’s our first impressions. 


There is a lot to be said about the MOBA genre and its popularity. ‘Easy to 
master’ is not one of them. Some guides for Dota 2 claim it takes a least 100 
matches (and these typically last from 45 minutes to an hour), just to start to 
understand what's going on. 

Things aren't made easier by the fact that a lot of the core mechanics are in 
complete conflict with your instincts. At times - fairly often - it's a bad thing to 
slay the enemy. Often, depending on what game you're playing, you're meant to 
slay your own units, After only a couple of minutes with Heroes of the Storm it's 
readily apparent that Blizzard have done what they do best yet again. Streamlined 
a concept, making easy to learn without compromising entertainment or depth. 

It's still very much a MOBA. There are two teams of five players, each player 
picking a hero - the selection includes plenty of recognisable Blizzard mainstays 
like Jim Raynor, Arthas, Tyrael, llidan, Kerrigan, Matfurioun, Abathur, and so on ~ 
and they battle to take down the palace in the 
‘opposing team's base, To help them there are 
computer-controlled allies (creeps) that spawn in 
waves and run towards the enemy base down 
pre-determined routes (lanes). 


Blizzard do what they do 
best - streamlining a 
concept for accessibility 


We cannot help but think of Guardians of Middle-Earth as we play. Many of the 
changes to the formula are the same, Much like Guardians there is no gold 
collection or item shops during the round, There is also no “last-hitting" and it 
doesn't matter who scores the last hit on an enemy. As long as you're nearby as 
they die, you gain XP and grow stronger. 

But Heroes of the Storm takes things even further, One example of this is that 
all heroes on a team have the same XP level. It's a change that's much bigger 
than you might first think. In other MOBAs you typically encounter situations 
where you allow the strongest hero on the team to "farm" enemies for XP so they 
quickly get stronger, while players in support roles don’t get as many kills and 
therefore are weaker in direct combat. 

By letting all players on a team share a level you accomplish two things. First of 
al, it's easier to contribute to the team even if you're a weaker player, Secondly it 
opens it up for a wider spectrum of characters. Take 
Abathur, the Zerg keeper of DNA from Starcraft Il: Heart 
of the Swarm. He's not much use in direct combat - he's 
capable of waving his arms around, but that's pretty 
much it, But he possesses a wide range of abilities that 


strengthen his team mates. Abathur can infest his fellow players, hitching a ride in 
their bodies while he uses abilities and buffs, He is also very mobile, capable of 
jumping from one end of the map to the other quickly with his burrow move. 

Most MOBAs only offer one map (perhaps supplemented by a couple of alternative 
modes, perhaps only with one lane or perhaps featuring control points). Heroes of the 
Storm has several Battlegrounds (as they're called here). They mostly stick to the 
familiar three lane format, but each has some unique mechanic to shake things up. 
The Battleground | played on spawns so called Tributes at regular intervals. Collect 
three of these Tributes and you put a curse on the enemy team, giving their creeps 
heavily reduced health and debuffing the player characters. 

There are other smaller changes to the formula as well. All characters have the 
ability to call in a mount, making for quicker travel outside of combat. The traditional 
towers that populate each lane are now joined by forts. Magical gates close off each 
lane so players on the defending team can run through it freely, while the other team 
needs to take down the gate before gaining access to the other end of the map. 


he game is built on the rock 
solid foundation ofthe 
Starcraft Il engine. The 
controls and inputs are 
impeccable and already in 
place. 


Blizzard have designed the game in a way that a typical match lasts around 20 
minutes (League of Legends games sometimes last an hour). This is meant to 
facilitate playing with your friends. If you miss out on the start of a game you don't 
have to wait 40 minutes to join the next bout. 

As is the norm in the genre, Heroes of the Storm will be free-to-play, Blizzard hope 
to make money on sales of items, skins and similar things. No decisions have been 
made as far as prices and selections go, but producer Chris Sigaty says that it will be 
primarily items that won't influence gameplay. 

There's no doubt that the MOBA market is packed with strong competition. But the 
combination of Blizzard's ability to simplify and streamline accessibility alongside 
their reputation for great games makes Heroes of the Storm more than just another 
challenger to League of Legend's crown. This could be the game that helps Starcraft, 
Hearthstone and World of Warcraft players embrace the genre after fruitless attempts 
at getting into Dota 2. Beta begins in the first half of 2014, 

Rasmus Lund-Hansen 


Publisher Release 


PS4 om 


It must have seemed impossible at the time. When Sony contacted 
Guerrilla and asked them to work on a Killzone 3 sequel for PS4, they 
were given just two years and a fairly modest (by some standards) 
budget of just under £30 million, With those circumstances in mind, 
Shadow Fall comes across as a masterpiece. But it's also easy to see 
why the game isn’t called Killzone 4. 

Shadow Fall feels very much like a spin-off that has little in common 
with its predecessors other than the glowing eyes of the Helghast. The 
game opens with a prologue that appears inspired by The Last of Us. 
Lucas is eight years old, the year is 2370 and Vekta City is going 
through changes that will be key to the events in the upcoming conflict 
that we will become caught up in. But before that eight hour-long 
campaign kicks in, we witness Lucas and his father fleeing from 
Helghast troops as rain pours against nearby windows. Ten minutes 
later the story skips ahead thirteen years, and we're ready to go. 

At the end of Killzone 3 Helghan was devastated. The bomb killed 
over a billion Helghans and the remaining twelve million inhabitants of 
the most inhospitable planet in the gaming world where transferred to 
Vekta as refugees. A four hundred meter wall, made out of concrete, 


Since the release ofthe frst 
‘game in 2004, Kilzone has 
been seen as Sony's premier 
shooter series for Pl 
and has had multiple 
inc is handhel 
have faired decentiy. The 
recent PS Vita Mercenary 
game emphasised arcadi 
action and leaderboards 
longer campaigns. 


w Fall 


was built to keep the races separate. Guerrilla Games serve 
up fascism and racism, referencing Nazism and Stalinism 
and the Cold War era Berlin, Segregation and exclusion. 
Oppression and elitism. 

The story covers a lot of serious themes and is told with a 
very dire tone. Thanks to great acting and well directed cut 
scenes it grabs hold of you, makes you care, The narrative 
isn't on par with the genre greats, but Guerrilla have learned 
a lot over the course of the last decade and showcase an 
impressive maturity in the story's telling. 

As Lucas Kellan, you act as a well trained errand boy for 
the top commanding officer of the VSA — Sinclair. Kellan is a 
"Shadow Marshall” and his missions often involve infiltration, 
stealth and doing damage behind enemy lines. This results in 
a fairly different Killzone experience from what we've become 
used to in the past. Shadow Fall mixes elements that you'll 
recognise from Deus Ex, as well as Prey, Halo and Half-Life, 
combined with the solid sense of the heavy and war torn 
world its predecessors have offered up. 


Environments are more open in Shadow Fall, with much 
more of a labyrinth feel to the levels than the corridors we 
have grown accustomed to this past generation thanks to 
the likes of Call of Duty. 

It's an old-school approach in a very modern action game, 
and one that works most of the time. The slower pace is a 


THE ABILITY 10 GET LOST WHILE EXPLORING LEVELS 
ISALONG LOST ONE, AND IT'S MUCH APPRECIATED 


welcome change, and the long-lost ability to actually lose 
track of where you're going after crawling through so many 
ventilation shafts is much appreciated. 

‘At the same time the lack of thought that has gone into the 
level design drives us crazy at times, and the sometimes 
careless structure of the missions and the exaggerated 
variation of mechanics also frustrates. There's a level where 


MULTIPLAYER 


muttiplayer; Scout, Assault 
‘and Support, each with thelr 
‘own special skits, Rather 
than the vel 
ssigned to 
weapon and 
‘game mode, and completing 
them unlocks cosmetic stuf. 


THE D-PAD 


re's a few abilities tied to the 
D-Pad on the PS4 controller, 
letting you ch 
heat signatu 
and adrenalin 
down time to 
precision shot 


you jump from a crashing space pod dressed in a Wing Suit, only to 
have to navigate your way through skyscrapers that are crashing 
down. tt feels like a nightmare that lasts an eternity. It's one of the 
worst sequences we've experienced in a game of this type. And this is 
where the problem with Shadow Fall lies. Guerrilla have been trying a 
little too hard (combat can sometimes be poorly choreographed). It is 
all too noticable at times they've been pushed to make a deadline. 
Multiplayer on the other is good, even if the firt with the Call of Duty 
crowd feels a bit worn by now. Visually? This is a phenomenal game, 
Volumetric lighting and high resolution textures paired with insanely 
crisp 1080p rendering makes this, in my opinion, the second best 
looking game on the planet (second only to Crysis 3 on PC). The mix 
of exploration, smaller puzzles, and slower pace along with the 
contrast between Vekta and Helghan are components that really stand 
out. Visuals and audio are impressive. Shame then a couple of idiotic 
missions, a weak ending and a bunch of firefights that 
devolved into some kind of meaningless guessing game 
pull the score down to a weak 8 in the end, 
Petter Hegevall 


3; at one point Fury 
eld order shwarmas 


Lego Marvel Super Heroes 


3DS PC PS3 PS4 PS VITA WII U X360 XI 


Traveller's Tales have to be the envy of the development community. While 
other studios are put under pressure to innovate, evolve and generally lead the 
pack, the developer behind the Lego titles added features here and there but 
haven't altered the basic gameplay template in years, Not only that, Traveller's 
Tales seem able to weave their building-kit magic over any IP they so choose. 

Sure, players expect to bash bricks, collect studs, hunt down construction 
kits, build stuff and batter enemies, but in each of their releases, TT's genuine 
love for their subject matter imbues their games with a genuine sense of 
freshness. This is one aspect that is clearly present and correct in Lego Marvel 
Super Heroes, the latest addition to TT's ever-growing list of Lego hits. 

In it players gain access (eventually) to over 100 characters from Marvel's 
pantheon. Most will recognise the big names ~ Thor, Iron Man, Captain 
America, Spiderman — but True Believers will be astonished at some inclusions 


WHILE THE ACTION ADHERES TO LEGO TEMPLATE, 
EVERY CHARACTER HAS THEIR OWN UNIQUE ABILITY 


—such as Moon Knight or Howard The Duck. While most of the action adheres 
to the aforementioned Lego template, every character has their own unique 
abilities; Mr Fantastic can transform into items like screwdrivers and teapots at 
certain times and Thor can use his lightning to power up objects. 

The heroes’ powers are available to be used in battle, but they're also used 
extensively in puzzle solving to progress through the levels. This is perhaps the 
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Traveler's Tals 
carger out of adapting mai 
franchises into friend 
game form. Star We 
8 Of The Caribbean, 
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unqualified crt 
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‘one misstep that TT make with the game; on-screen prompts may 
be confusing. For example, Mr Fantastic, Hawkeye and Spider- 
Man all have the ability to grab raised hooks and pull on them, but 
the onscreen prompt tells players that they need a ‘web-slinger’. 

‘The plot involves items called ‘Cosmic Bricks’ crashing to Earth 
and Dr Doom and Loki hatch a plan to use them for nefarious 
‘ends, A vast array of Marvel Super Villains jump on board with this 
plan and it's up to the heroes of the Marvel Universe to stop them, 
Players can take the shortest route through the story missions, but 
the game rewards those who examine every nook and cranny of 
‘each environment the most, Besides the studs the player collects 
to unlock content later on, there's a boat-oad of collectibles and 
Easter Eggs dotted around the different maps. Stan ‘The Man’ Lee 
‘even pops up in every level to offer players a Gold Brick and a 
snappy comment if they manage to find him, There's even a vast 
‘open free-play zone set in a Lego New York to trundle about in 
after you've finished the story. 

‘As has been mentioned, the knock on the Lego games is that a 
lot of them feel overly familiar after a while, but to be honest, their 
familiarity has become something of a strength over time. If you 
have never had much time for the Lego games before now, this 

‘one won't change your mind. But if you know the 
difference between Dormammu and Deadpool, you'll 
be right at home here. 

Nick Cowen 


Tearaway 
PS VITA MEDIA MOLECULE {see ser mene 


Media Molecule is one of Sony's most prolific studios. With Litle Big 
Planet 1 & 2 they have secured their reputation as playful game designers 
who can create games with the same childlike depth as you might expect 
from the best Disney/Pixar collaborations. Tearaway is built on some of 
the characteristics and design fundamentals that were estabished with 
Little Big Planet. 

Typical of gaming, roleplaying is present, but not in the medium’s usual 
sense. You don't embody a character - you play yourself. Our world (or 
“the world of you" as the narrator fittingly calls it) has been bridged with 
another exciting world made of paper, and it's up to the player to close 
this bridge and restore balance. 

‘That is why Tearaway uses the PS Vita’s front camera to constantly film 
your face, The result is that you, the player, are directly involved in the 
story, and you must use this bridge between the two worlds to help the 
messenger lota on his way. lota has a message you see, a message 
meant only for you, and this is the game's central premise. It's a simple 
‘one, but t's filed to the brink with Media Molecule's unmistakeable 


EVERYTHING IS ENGAGED THROUGH THE ART 
OF PAPERCRAFTING. IT'S STRIKING AND UNIQUE 


charm. In this paper-inspired open world, there is an abundance of side 
activities, but neither lota nor Tearaway’s paper universe gets or needs 
ary form of explanation or backstory. Everything is engaged through the 
art of papercrafting. As a visual game concept, i's striking and unique, 
and continues to be the most exciting aspect from beginning to end. 

Everything is made out of paper and gives the universe a fragile and 
porous fee! while it also invites interaction. Paper is bent and folded, while 
the sound of it crackling, cut, swayed and more dominate the entire 
‘soundscape of Tearaway. 

The Vita's alternative control inputs are central to interaction with the 
world of Tearaway. There are basic platform controls to be found, like 
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Voice acting is scarce but there 
are two narrators that enhance 
the sense of adventure, The 
voices, one male and one 
female, follow you all the way 
through your quest. 


jumping, rolling, a moveable camera and a 3D-world, 
but all the mechanics that separate Tearaway from 
other open platform games utilise the PlayStation 
Vita's many altemative inputs. 

You use the back touchpad to bash your enemies 
with your fingers, you draw and cut with the front 
touchpad and you use the gyroscope to take pictures 
with the in-game camera, Every single one of 
‘Tearaway's strange gameplay mechanics is so precise 
and well designed, that it's, for the first time, enjoyable 
to use the gyroscope, camera and touch in a triple-A 
game on PlayStation Vita. 

Despite the open world, Tearaway remains a fairly 
linear experience, Every environment has a series of 
collectibles, which encourage the player to go back 
and explore areas again after all of lota’s abilities have 
been unlocked, The game is great at constantly giving 

you new abilities to experiment with, but all in all 
‘Tearaway, while very special, is a fairly short-lived 
handheld adventure. 

Brevity is a small complaint when weighed against a 
joumey that elegantly showcases the Vita's unique 
control options in new ways: such as the camera that 
films you, the fingers that are used to reach into 
‘Tearaway's world and the touchpad that allows for 
creation of your own paper decorations. They are all 
special and are natural fits with the universe that 
Media Molecule has created. 

Tearaway is beautiful, well designed, fun to play and 

has managed to preserve the childish joy 
of creation in its design. For a PlayStation 
Vita owner, this is a must buy. 
Magnus Groth-Andersen 


DEADFALL 
ADVENTURES 
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Adventure awaits. Fictional adventurer 
James Lee Quartermaine and his world, 
Deadfall Adventures, is a homage to the 
real nineteenth-century novels of Allan 
Quartermaine and the pulp action- 
adventure stories found in the twentieth- 
century magazines, it's a classic tale, as 
the eleven hour campaign sees a reluctant 
hero embroiled in a quest to track down 
an ancient artefact of terrible power ~ 

this case the Heart of Atlantis - to prevent 
it from faling into the wrong hands. 


THE ENEMY Al DRAFTED IN 
FOR THIS IS CLEARLY ON A 
MINIMUM WAGE 


Visually, Deadall is beautiful. The levels, 
are more like vast arenas, well designed 
with hidden treasures that you're actively 
‘encouraged to seek out. The soundtrack 
swaps between the adventurous swell of a 
John Williams-esque score and the exotic 
twang of an Egyptian melody. When Nazis 
(of course there are Nazis) appear, the 
tension is iefutably cinematic and when 
Mummies (of course there are Mummies) 
wrench themselves from their sarcophagi, 
players would be forgiven for playing from 
behind the cover of their sofas. 

On the surface then, Deadfall gets a lot 
right. The Nazis play perfectly into the 
traditional lost world tone, but overall the 
dialogue is clumsy with the occasional 
gem of a pithy one-liner as rare as the 
re we're trying to find. 

‘Combat is more suited to the point-and- 
click method of PC gaming than on the 
console, with the crosshair being far too 
sensitive and the enemy Al drafted in is 
clearly on minimum wage. The puzzle 
sections could have been a real tiumph 
for Deadiall, but the game's reliance on 
coverly-familiar tropes makes them more of 
‘a nuisance than intriguing enigmas. 

Despite its best efforts to stand up with 
the lost world greats, fke the pulp 

magazines that it emulates, 
Deadfall Adventures is sadly 
rather disposable. 
Alysia Judge 


Publisher Release 


It's incredible that we still doubt Nintendo. Years ago when we were 
told they were pulling their plumber into a 3D world, few believed the 
essence of the series would be preserved. Yet Super Mario 64 became 
‘one of the most acclaimed games ever, The story was the same on Wii 
with Super Mario Galaxy. With such lineage, expectations for Super 
Mario 3D World should be enormous; yet chatter about Mario's latest 
has been quite modest. 

That may be, partly, because it's coming in the wake of New Super 
Mario Bros U, a sterile, if solid, experience, lacking the personality of 
previous home console entries, And it also may be partly due to its 
design similarities with Nintendo 3DS title, Super Mario 3D Land. But 
3D Land was a brilliant title in its own right. And 3D World is a game 
designed by those responsible for Super Mario Galaxy: something 
that's clear from the outset. 3D World may model its look to match 
that of a previous entry, but it's full of playfulness and surprises. It's a 
rich mix of pretty much everything the Mario series has ever included, 
plus a lot of new ideas. 

The familiar thematic world maps operate once more as gateway to 
a multitude of different stages. But this time you're not constrained to 


0, Mario. Moustached, may 
never worry about work tax 
as he's always abroad in the 
Mushroom Kingdom trying 
to save princesses. He's been 
the star ofa bilion and one 
Nintendo tts since the 80s 
and rivals Mickey Mouse for 
lobal timeless Iconic status. 


‘3D World lets you play with 
three friends (local) through the 
‘game, with leaderboards 
declaring a winner at the end of 
each stage, 
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Super Mario 3D World 


Wil oo 


the linear routes between levels, and are free to explore the 
worlds on which the stages are contained. Dotted throughout 
are tents, slot machines, Toad houses and bonus levels, all of 
which can be visited at your own pace. 

The stages are marked by the same design concept that 
set Super Mario Galaxy apart from its predecessors; each 
level contains situations and challenges unique to it. Entering 
each is to step into the unknown. Formulaic is, for the most, 
an unused word here. 

Initially, the power ups offer the biggest surprises. Although 
the series’ trademarks like mushrooms, fire flowers, stars and 
Tanooki suits return, the headliner is the cat suit, It's a great 
gameplay addition and plays an important part in many of 
the worlds you'll travel to. 

Once transformed, your character can perform a swipe 
attack, an air lunge, and are able to climb up, well, almost 
anything, as the suit's used to find secret areas out of sight. 

Equally original is the cherry power up, which grants you a 
clone that mirrors your original character's movements. You 


can pick up multiple cherries and soon have a bunch (or 
should that be horde?) of Marios storming around the level. 
It's hilarious to watch the first time, but soon stages contain 
challenges that force you to keep as many clones alive as 
possible to access new areas. 

Elsewhere there are boomerang suits, flying hats, goomba 


NO OTHER MARIO GAME HAS INCLUDED SO MANY 
DIFFERENT POWER UPS AND IT KEEPS THINGS FRESH 


disguises... no other Mario game has included so many 
different power ups, and it helps to keep gameplay fresh. 
Stages continue to surprise. One may echo the classic 2D 
games, while in the very next you're playing with light and 
shadows. Another, and you're racing through a Mario Kart- 
inspired course. You rarely know what to expect the next 
challenge to be, and eagerly enter each stage to find out. 


POWER OF THE Wil 
‘The Wii U controlie's unique 
features are also used, and 


although they never 
integral tothe exper 
they never stop being fun; 
activating platforms by 
tapping them, or blowing 
into the controle to activate 
fans that push other 
tloating platforms along 
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support of the 
inthe game by way 
hosts: other players’ runs will 
be overlaid on yours, letting 
you see where th one 
letting you potentially spot 


hidden areas, 


There's a few weaker elements within all these positives, The all-new 
bosses are extremely well designed, so its a disaapointment when the 
game recycles some from previous games. 

We said formulaic was mostly unused. Towards the end of the game 
some of the ideas are reused, and the suddenness of seeing repeated 
tricks after such diversity emphasises the drought of fresh ideas. When 
you're coming to that last game battle, it's somewhat disheartening to 
see the game retread old ground for its last stretch, and as a result the 
game ends with less of a bang than it started with. 

These negatives do not change the fact that Super Mario 3D World is 
a sublime Mario adventure. It quickly becomes a kind of obsession to. 
find the three stars and one sticker that are hidden in each level, and 
it's here that you'll find Nintendo's dedication to the smooth difficulty 
curve; you'll need skills to track them all down. 

With the near-perfect control that is a franchise hallmark and an HD 

sheen to the colourful worlds, this is exactly the kind of 
gaming magic the Wii U has been waiting for. It's not the 
gameplay leap of Mario 64 or Galaxy, but it's as enjoyable, 
Thomas Blichfeldt 


Hyrule and its counterpart are 
rammed with mini-games, quests 
and secrets, though with the 
intervening years being filled wth 

‘massive open world gam 
Hyrule seer much smaller tha 
before 


The Legend lop4 Zelda: 
Link Between Worlds 
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There's definite déja-vu with Zelda's 3DS debut. Set in the same world, if 
years later, as SNES adventure A Link to the Past, means Nintendo's cashed in 
on nostalgia whilst gracefully side-stepping the fact that that game's overworld 
is replicated almost exactly here. If you've played the SNES original or its many 
re-releases over the years, you'll know how to get to Hyrule Castle, Lake Hylia 
or the Lost Woods without even looking at the bottom screen's map. 

So at first glance, the cynic inside will see it as an easy way to rebrand what 
is essentialy an update of an old game as something new. But upon exploring 
further, you discover a lot has changed in Hyrule, Dismissal tums into a 
grudging respect at what Nintendo have achieved, the alterations consistent 
with the passage of time that'd have occured - familar, but new. 

‘Link Between Worlds is far from the epilogue that Wind Waker was to the. 
Ocarina of Time, with its own central villain (that proves Nintendo can create 


ALINK BETWEEN WORLDS PROVES NINTENDO CAN 
CREATE COMPELLING VILLAINS OTHER THAN GANON 


compelling antagonists in the Zelda world other than Ganon) and its own twist 
‘on the dual worlds that was one of the SNES title's main motifs - here Hyrule 
overlaps with Lorule, an alternate version of the realm in which you'll spend a 
good portion of the main quest travelling through. Transferal between the two 
involves a new ablity bestowed on Link early on, letting him merge into walls 
and other flat surfaces as a 2D painting, It's a cute trick that plays a part in 


ae | 
The Legend of Zelda's story 
come tisted over the 


fans try and work 
‘out which game fits where 


timing 
Time, Majo 
Wind Waker are all directly 
tied together by legends and 
characters, while A Link 
Between Worlds offers nods 
to A Link to the Past by way 
of scrols in Hyrule Caste 
But that's not the only game 
to. 


solving the game's many puzzles, but refreshingly doesn't form the 
core of besting the game's multiple dungeons. 

‘Those are still a mix of puzzles, correct weapon use, boss fights 
and exploration, Subtle but central to their design is an increased 
‘emphasis on verticality; floors will overlap, exterior ledges will give 
way to massive drops, slopes will suggest clues. The game retains 
the top-down aspect of its ancestor, but makes fantastic use of 3D 
to contrast the different geography of dungeons and overworld. As 
with the 3DS's Super Mario 3D Land, Nintendo know best how to 
use the technology that many now discard as redundant, Equally 
so the game's music is fantastic, the score compensating for the 
regression back to the top-down viewpoint. 

One of the biggest changes is also the one we have the most 
Gripe with, Weapons are no longer hidden within dungeons, but 
have to be rented from a salesman who sets up shop in your 
home, Die, and the items are returned to him, meaning you have to 
stop a dungeon crawl to pick them up again. Even if Hyrule’s 
chests and grass seem festooned with cash now (eventually you 
can buy equipment outright, but it's a heavenly sum) to counter this 
and there's a quick travel option, i's a bizarre, awkward system. 
Maybe it was built to give adventuring a sense of danger. All it does 

is kill momentum and enjoyment of slowly unearthing all 
of the world's secrets, Luckily i's outweighted by what 
else is on offer. We can live with it. So can you. 
Gillen McAllister 
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Manyayears ago, a great eval by, 
theanre of Ganon was sealed 

away by the seven sages... Today, a 
Wizaredcalled Yuga isiseeking out the 
descendants Of those seven sages, 
turning them into paintings, and 
Spiriting them away! But to what end? 
Will you be able to stop Yuga from 
managing his evil deed? 


Call of Duty: Ghosts 
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It is what it is. Heavy investment in multiplayer. Some co-op and 
a brief single player campaign. This time round, that last is worth a 
bit more than a quick glance. 

Even if it's not the main attraction, even if at times it's unbearably 
patriotic, the campaign is compelling entertainment. Most levels are 
linear in their design, even if there are several ways to progress 
through almost every section. The eightean missions that make up 


EVENTS CHANGE THE MAP, BUT NOT TO THE 
SAME SCALE AS WE SEE IN BATTLEFIELD 4 


the campaign provide us with nearly six hours of the best popeom 
entertainment you can imagine. 

But same as every year, most will come for the multiplayer, and it's 
here that the game really shines. It's pacy and relentless across all 
modes. You immediately make peace with the fact that you will die 
quickly until you leam the maps and modes. There are nine of the 
latter to chew though, fourteen of the former. 

Field orders are a fresh adaition to the formula. The first player 
killed loses a suitcase containing said orders, which are a series of 
small tasks, The rewards for completing them are random weapon 
drops and large events that change the map completely. However, 


Publisher Release 


it's nothing as massive, dynamic or radical 
you'll see in Battlefield 4, 

(On top of all that there's two additional modes. 
Extinction gives zombies a break as aliens step 
into their place. It's co-operative arcade fun for 
up to four players. Squads lets you play together 
with friends against Al controlled bots. 

‘The PS4 version looks stunning both in single 
player and multiplayer, running at a native 1080p 
and at 60 frames per second (Xbox One is 720p). 
Truy anext-gen experience, Current-gen versions 
may not achieve the same level of quality, but 
what's on screen remains competitive, 

Call of Duty: Ghosts is a different experience to 
Battlefield, Your preferred play style will dictate 
where you'll wage digital war for the coming year. 
Butas it stands Call of Duty: Ghosts presents the 
complete package. Given its so heavy stocked 
with modes and customisation options that cater 

for all tastes, you'l find it hard to find 
something else that offers so much 
to the player. 
Christian Gaca 


WWE 2K14 
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This is for the old guard. Despite great 
changes over the last few years in WWE, 
2K14 focuses again on the past glories of 
the entertainment brand - The Rock's not 
even an active wrestler, yet he's gracing 
this year’s cover. 

‘The big pull of this year's entry is the new 
30 Years of Wrestlemania mode, which in 
forty-six bouts covers the biggest matches 
from the annual event's history, ff you've 
‘ever been enthralled by wrestling as a 
form of entertainment, you're sure to find 
some fan service here that'll meet with 


THE EMPHASIS ON THE 
CLASSICS MEANS THIS IS 
FOR THE OLDER FANS 


your approval. Each match contains some 
mini-objectives to let you recreate your 
favourite moments from the shows. 

If you don't just want to spend your time 
reliving Wrestlemania, there's the Universe 
game mode. Here you get an overview of 
a calendar that covers a year's worth of 
WWE events. You can participate in any 
match you wish and affect ongoing stories 
between wrestlers, There's plenty to 
choose from, 

It'seems as though over the last couple 
of years at Yuke's, the creators have found 
the time to give mechanics an overhaul. A 
trend that continues with 2K14. Controls 
have become accessible, without losing 
the staggering number of options. 

Commentators stil talk gibberish, with 
repeated, vague comments that could be 
used for any match. Worse is the lack of 
attention to authenticity in wrestler moves. 
We'd never see Andre the Giant suplex 
‘opponents in real life, yet he can do it just 
fine in video game form, 

Itis unfortunate that the deficiencies stil 
present in WWE 2K14 are so significant 
that they're almost impossible to ignore. 
That undoubtedly destroys some of the 
‘enjoyment but fortunately aren't significant 
‘enough to thwart it entirely. There's been 

‘enough tweaked and altered in 
the game to make up for this 
- forgive and be entertained. 
Thomas Blichfeldt 
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Battlefield 4 


PC PS3 PS4 X360 XI 


Battlefield campaigns follow a strict template. The action you'd expect in the 
genre, paired with fairly shallow stealth bits in what uimately feels like a warm up 
before the main course - multiplayer. Battlefield 4 is no exception. The campaign 
entertains - i's fun to shoot and blow things up - but the experience could have 
done with a stronger narrative and fresh mechanics. It's enjoyable though, offering 
around seven hours of bombastic entertainment. If it had offered more experimental 
game design it'd have come at the expense of multiplayer, even if we would have 
loved something a little more unexpected, 

‘The multiplayer on the other hand is just as solid, epic and grand as you can 
possibly imagine. DICE don't lie when they say there's something for everyone here, 
and there has been a tremendous amount of attention paid to every minute detail 


MULTIPLAYER IS AS EPIC AS YOU CAN POSSIBLE 
IMAGINE - THERE'S SOMETHING FOR EVERYONE 


that makes up these massive battles. Options range from smal stuff like silencing 
your gun or picking the colour of your camouflage, to the completely transformative 
option of blowing up a dam that prevents a small village from being flooded. All of 
this while up to 64 players (on PC and next-gen versions of Conquest mode) live the 
consequences of your actions at a steady 60 frames per second. 

As you'd expect there are vehicles of al kinds and in adcition to multiple types of 
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takon to the next loved in 
Battoiold 4, There's greater 
‘opportunities on offer than 
blowing up buildings and 
tearing down walls. On 
Floodzone you can blow a 
dam to flood a town to such 
‘a degree that it makes more 
sens@ to jump Into a boat 

than a tank. Making your 
way between buildings on 
{oot is also out of the 

‘question as the streets are 
ccompletaly water filed 
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ons of the game come 
nmander Mode, letting 
you issue orders from an 
eagle's eye view of the map on 
PC or tablet. I's better 
hing a friend play 
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tanks, jeeps, ATVs, helicopters and fighter jets, a lot of effort has been 
put into boats. It's a great fit with the franchise and once you've 
gunned down a bomber with an armoured boat it's hard to imagine 
‘what Battlefield was like in the past. 

‘The ten maps available with the standard edition are adapted to the 
game mode you're playing. Epic game modes such as Conquest, 
Domination and Rush make use of the entirety of maps most of the 
time, while more intense game modes such as the Counter-Strike 
inspired Defuse are played out in smaller areas. Battles never reach 
the same epic proportions on PlayStation 3 and Xbox 360, as they are 
without a lot of the extras found on PC and next-gen. That is true for 
visuals but it also limits the number of players to 24 rather than 64, 

The visuals don't seem as much of a jump as we saw in Battlefiold 
3, but DICE has certainly gotten as much juice out of Frostbite 3 as it's 
possible to squeaze, The contrasts in the environments - sand- 
coloured antennas surrounded by dark green forests and dark caves 
with white snow - do their part to dazzle. The PlayStation 4 version 
impresses the most, emphasising the upcoming generational shift. But 
objectively speaking, the PC version triumphs in terms of graphics. 

Battlefield 4 is an immersive and polished experience. No 
‘one will leave this game disappointed (unless your focus is 
the single-player mode). 

Oskar Nystrom 
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PLAYSTATION 3 


Even with PS4 inbound, there’s plenty the PS3 has to offer: a huge 
collection of stone-cold classics along with Blu-ray playback. The 
system's paid-for PS Plus service offers digital games for free. 


v2 £140.99 Manufacturer Sony Release March 2007 


GRAN TURISMO 5 
Genre RACING Developer POLYPHONY DIGITAL Publisher SONY 


The best racing simulator out there (until GT6 arrives), 


UNCHARTED 2: AMONG THIEVES 
Genre ADVENTURE Developer NAUGHTY DOG Publisher SONY 


PS3's own Indiana Jones finds his finest hour is his second entry. 


INFAMOUS 


Genre ACTION Developer SUCKER PUNCH Publisher SONY 
Superheroics without the responsibility, just all of the fun. 


DARK SOULS 


Genre ACTION RPG Developer FROM SOFTWARE Publisher NAMCO BANDAI 
Hardcore dungeon crawler that's not for the impatient. 


GOD OF WAR III 
Genre ACTION Developer SONY SANTA MONICA Publisher SONY 
Not the last GoW entry this gen, but by far the best. 


JOURNEY 


Genre ADVENTURE Developer THATGAMECOMPANY Publisher SONY 


LITTLE BIG PLANET 2 
Genre PLATFORM Developer MEDIA MOLECULE Publisher SONY 
Cute platformer mixed with content creation editor without compare. 


RESISTANCE 3 
Genre ACTION Developer INSOMNIAC GAES Publisher SONY 
Sony's own sci-fi FPS series goes out with a bang. 


HEAVY RAIN 
Genre ADVENTURE Developer QUANTIC DREAM Publisher SONY 
Crime noir thriller that's more interactive movie than game. 


THE LAST OF US 
Genre ACTION Developer NAUGHTY DOG Publisher SONY 
Compelling central leads and tense stealth sections make an ace title. 


Digital download is now available at retail - you cannot miss this game. 


eeeooeocoeoee 


jamal NI NO KUNI 

Subtitled The Wrath of the White Witch, this PS3 JRPG Is bultt on 
cassie genre values, created by Level 5 with desions by Japanese 
animation studio Studio Ghibli, As magical and humourous as the 
studio's cinematic works, its a quay title 


PS VITA 


The portable PlayStation’s still trying to find its feet, 
but plenty of indie delights and PS4 compatibility 
certainly doesn’t hurt its future prospects. 


Price £17890 Manufacturer Sony Rioase February 2012 
GRAVITY RUSH 


Genre ACTION Developer SCE JAPAN STUDIO Publisher SONY 
Gravity-defying adventure that's a true original. 


LITTLE BIG PLANET PS VITA 
Genre PLATFORM Developer TARSIER STUDIOS Publisher SONY 


Portable version of the franchise that loses nothing in the move. 


RAYMAN ORIGINS 


Genre PLATFORM Developer UBISOFT Publisher UBISOFT 
No multiplayer, but it’s still an amazing single-player platformer. 


UNCHARTED: GOLDEN ABYSS 


Genre ACTION Developer SCE BEND Publisher SONY 
Another great outing for Nathan Drake and a poster child for Vita. 


WIPEOUT 2048 
Genre RACING Developer STUDIO LIVERPOOL Publisher SONY 
Celebrate Studio Liverpool's life with this amazing futuristic racer. 


HOTLINE MIAMI 
) Gene ACTION Developer DENNATON GAMES Publisher DEVOLVER DIGITAL 
Fantastic top-down adventure that's for adults only. 


PERSONA 4: THE GOLDEN 
Genre RPG Developer TEAM PERSONA Publisher ATLUS 
School sim meets dungeon crawler. Bizarre and beautiful, 


DRAGON’S CROWN 
Genre ACTION RPG Developer VANILLAWARE Publisher NIS AMERICA 
Beautifully animated side-scroller in the vein of Golden Axe. 


KILLZONE: MERCENARY 
Genre ACTION Developer GUERRILLA CAMBRIDGE Publisher SONY 
Fast-paced arcade thrills for the franchise's handheld version. 


GUACAMELEE 
(E> Genre ACTION Developer DRINKBOX STUDIOS Publisher DRINKBOX STUDIOS 
“| _ Side-scroling Luchador adventure that's a platforming gem. 


All lists in the Guide are based solely on the collective editorial opinions at GAMEREACTOR and are not based on sales, or popularity based on active players 


[Ema LIMBO 


While the output for Xbox Arcades winding down as d 

a look to the next-gen, there's stil some superb titles that must be tried on 
‘the current console, Limbo Is in the top test releases on XBLA, & 
dark, bh ted puzzle platformer that dazzles in HO, 


Microsoft's console offers App-style video streaming 
options alongside a comprehensive game catalogue, 
and Xbox Live Gold grants online multiplayer. 


MASS EFFECT TRILOGY 


Better sci-fi thrills and characterisation than Star Trek. 


RED DEAD REDEMPTION 


jerve ACTION Developer ROCKSTAR SAN DIEGO Publisher ROCKSTAR GAME 


Rockstar's Westem offers an engaging open world. 


BIOSHOCK INFINITE 


ve ACTION Developer IRRATIONAL GAMES Publisher 2K GAME 


Involving FPS action, and an ending that'll have you talking for weeks. 


GRAND THEFT AUTO V 


ve ACTION Developer ROCKSTAR NORTH Publisher ROCKSTAR GAME 
Rockstar's take on a crime-fueled Los Angeles is utterly absorbing. 


BATMAN: ARKHAM CITY 
DVENTURE Developer ROCKSTEADY Publshy INER BRO: 


Still the best Arkham title in the (now) trilogy of games. 


TOMB RAIDER 


ADVENTURE Developer CRYSTAL DYNAMICS Publisher SQUARE-EN} 


The best evolution of stealth this gen, and a great world to explore. 


BORDERLANDS 2 


ve ACTION Developer GEARBOX SOFTWARE Publisher 2K GAME 


Sixty plus hours of Mad Max-style shooting is good solo or in MP. 


THE WITCHER 2: ASSASSINS OF KINGS 


we RPG Developer CD PROJEKT RED Publisher NAMCO BANDA 


Rich fantasy epic, for solo adventurers only, offers a meaty story. 


THE ORANGE BOX 


ACTION Developer VALVE Publisher VALVE CORPORATION 


Half-Life 2, Portal and more: the best value FPS bundle on console. 


GEOMETRY WARS: RETRO EVOLVED 2 


ve ACTION Developer BIZARRE CREATIONS Publisher ACTIVISION 
XBLA gem with Leaderboard support that's unparalleled. 


STAR WARS: KNIGHTS OF THE OLD REPUBLIC 
‘This s stil easly in the top three greatest Star Wars ten til to be released, and 
nds up asa solld RPG in its own right, As galaxy-spannin 
sed on and set years prior to the cinematic trogl 
he grey divide between the Jedi and Sith better than the fl: 


PC / WINDOWS 


With a back catalogue of games that puts the consoles to 
shame, there’s a rich selection to choose from. Mods and 
community content breathes fresh life into older games. 


THE ELDER SCROLLS 
7 " 
The greatest open world fantasy epic available today. 


: SKYRIM. 


HALF-LIFE 


jenre ACTION Developer VALVE SOF 


A landmark in FPS gaming that should be experienced by everybody. 


CIVILIZATION V 


rire STRATEGY Developer FIRAXIS GAMES Publsher 2K GAME 
Strategy games don't come much finer than this. 


STARCRAFT II: WINGS OF LIBERTY 


RTS strategy with a compelling sci-fi setting. 


WORLD OF WARCRAFT 


jenre MMORPG Developer BLIZZARD Publisher BLIZZARD 


The definitive MMORPG still needs to be experienced. 


LEAGUE OF LEGENDS 


ACTION Developer RIOTGAMES Publisher RIOT GAME 


The first MOBA title is still one of the best available, 


TOTAL WAR: ROME II 


inte STRATEGY Developer CRE EMBLY Publisher SEG) 


Not as tight as Shogun II, but a more expansive campaign wins out. 


MINECRAFT 


nre SIM Developer MOJANG Publisher MOJAN 
Mojang's block building sandbox started life on PC. Still addictive. 


CRYSIS 3 


nre ACTION Developer CRYTEK Publisher 


‘Showed the world PC was still a platform to be taken seriously. 


BIOSHOCK 
sire ACTION Developer IRRATIONALGAMES Publisher 2K GAMES 


Spiritual successor to System Shock 2, two of the all-time PC classics. 


Mi THE WONDERFUL 101 
Platinum Games released this oddity eater this year, and tke the studio's 
previous tts it's an impressive cocktall of bizarre game design and story, 
as you control up to 101 superheroes fighting an allen menace, Unlike thelr 
ther games though, the mechanics aren't as polished 


NINTENDO WII U 


After a year out in the wild, Nintendo’s latest console is 
starting to amass a decent line-up of first and third-party 
titles. The Nintendo magic’s starting to shine again. 


SUPER MARIO 3D WORLD 


Genre PLATFORM Developer NINTENDO Publisher NINTENDO 


ZELDA: THE WIND WAKER HD 


Genre ADVENTURE Developer NINTENDO Publisher NINTENDO 


ASSASSIN’S CREED IV: BLACK FLAG 


Gerve ADVENTURE Developer UBISOFT Pubisher UBISOFT 
A pirate sim on the high seas with plenty to do. 


PIKMIN 3 


Genre STRATEGY Developer NINTENDO Publisher NINTENDO 
Cute-looking strategy title that’s got a lot of heart. 


Gerve RACING Developer SUMO DIGITAL Publisher SEGA 
While you wait for Mario Kart 8, give this a spin. 


MONSTER HUNTER 3 ULTIMATE 


Gerve ACTION Developer CAPCOM Publisher CAPCOM 
Clear the world of beasts in this sprawling adventure. 


RAYMAN LEGENDS 


Genre PLATFORM Developer UBISOFT Publisher UBISOFT 
Play the platformer on the system it was designed for. 


LEGO CITY UNDERCOVER 


Genre ACTION Developer TTFUSION Publisher NINTENDO 
GTA and movie parody as Lego goes sandbox city. 


DISNEY INFINITY 


NINJA GAIDEN 3: RAZOR’S EDGE 


Genre ACTION Developer TEAM NINJA Publisher TECMO KOE! 


Nintendo takes a page out of Rayman's four-player handbook. 


Wind Waker's HD makeover makes a classic timeless again. 


SONIC & ALL-STARS RACING TRANSFORMED 


Genre ADVENTURE Developer AVALANCHE SOFTWARE Publisher DISNEY 
Collectable toys and sandbox worlds from Disney's best. 


Proving the Wii U can do bloody action as well as family fun. 


w PROJECT X ZONE 


KID ICARUS: UPRISING 
‘Although offering some of the best use of 3D on the system, and a decent 
range of mechanics between fight and on-foot sactions, the control systam 
{or Kid Icarus requires some getting used to, as you flick the camera round 
\with the stylus whe holding the unit in the other hand, Prepare for cramp, 


NINTENDO 3DS 


The handheld boasts a great range of titles that should 
cater to all tastes. An XL edition increases the screen 
size, while the 2DS drops the 3D. 


SUPER MARIO 3D LAND 


Genre PLATFORM Developer NINTENDO. Publisher NINTENDO 
Quality Mario title that unlocks its real challenge halfway through. 


FIRE EMBLEM: AWAKENING 


Genre STRATEGY Developer INTELLIGENT SYSTEMS Publisher NINTENDO 
Batteries and social lives disappear with this masterpiece. 


LUIGI’S MANSION 2 


Genre ADVENTURE Developer NEXT LEVEL GAMES Publisher NINTENDO 
Fantastic fifteen hour adventure with the other brother. 


ANIMAL CROSSING: NEW LEAF 


Gerve SIM Developer NINTENDO Publisher NINTENDO 
The simulation that'll still introduce new stuff years from now. 


ZELDA: A LINK BETWEEN WORLDS 


Genre ADVENTURE Developer NINTENDO Publisher NINTENDO 
ALink Between Worlds is a hark back to the glory days. 


THE LEGEND OF ZELDA: OCARINA OF TIME 3D 


Gerre ADVENTURE Developer NINTENDO Publisher NINTENDO 
Remake it may be, but this action-RPG hasn't aged a day. 


STAR FOX 64 3D 


Genre ACTION Developer NINTENDO Publisher NINTENDO 
Another remake, but Nintendo's space shooter is also flawless. 


RIDGE RACER 3D 


Gerve RAGING Developer NAMCO BANDAI Publisher NAMCO BANDAI 
Consider this a ‘best of, with classic tracks and great tunes. 


Gere STRATEGY Developer MONOLITH SOFT Publisher NAMCO BANDA 
Heavy fan service in this Fire Emblem-lite multi-company clash. 


CASTLEVANIA: MIRROR OF FATE 


Gerre ADVENTURE Developer MERCURY STEAM Publisher KONAMI 
Lords of Shadow’s mid-act proves to be a great platformer. 


[uci SECRET OF MANA 
It doesn't boast the mutiplayer aspect that made the SNES original such a unique prospact 
\Wwhen it was fist released inthe 90s, and the menu management Isn't quite as smooth as 
YYou Would tke, but this JRPG has buckets of charm and in an era when every genre makes 
point of hand-holding, getting lost in Secret of Mana feels like an adventure in ise 


IPHONE & IPAD 


Apple’s gaming platform is great when it comes to variety. In the 
last few years, iOS games have undergone a massive evolution 
from simple mini-games to titles you’d expect on consoles. 


Price Various Manufacturer Apple Rease June 2007 


INFINITY BLADE III 


Genre ACTION Developer CHAIR ENTERTAINENT Publisher EPIC GAMES 
Fantasy action adventure that works great with touch. 


ASPHALT 8: AIRBORNE 
Genre RACING Developer GAMELOFT Publisher GAMELOFT 


One of the best arcade racers on any format right now. 


LEGO: LORD OF THE RINGS 


Gore ACTION Developer TTGAMES Publisher WARNER BROS 
‘The PS Vita version optimised for the touch screen. 


STAR WARS: TINY DEATH STAR 


Genre SIM Developer NIMBLEBIT Publisher DISNEY 
The time sink strategy sim gets an imperial makeover. 


RAYMAN FIESTA RUN 
Genre PLATFORM Developer UBISOFT Put 
Anear-perfect platformer that looks stunning on mobile. 


1 UBISOFT 


ANGRY BIRDS STAR WARS 
Genre PUZZLE Developer ROVIO Publisher ROVIO 
Your physics puzzle fix from a galaxy, far, far away. 


DEAD EFFECT 
Genre ADVENTURE Developer BULKYPIX Publisher BULKYPIX 
Sci-fi horror designed like the classics of old. 


MODERN COMBAT 4: ZERO HOUR 
Genre ACTION Developer GAMELOFT Publisher GAMELOFT 


Gameloft's excellent shooter series gets its best entry yet. 


DROPCHORD 
Genre MUSIC Developer DOUBLEFINE Publisher DOUBLE FINE 
‘A musical experience of brilliance, and perfect with touch. 


THE WALKING DEAD 
Genre RPG Developer TELUALEGAMES Publisher TELLTALE GAMES 
Unmissable story-driven adventure that'll break your heart. 


ly on the collective editorial opinions at GAMEREACTOR 


are not based on sa 


REAL BOXING 
‘An updated version may have hit the PS Vita, but Real Boxing's debut 
‘on mobile stl punches above its welght with a touch-fiendly bout 
(or several) of boxing bouts to enjoy on the move, Visually stylish 
and with plenty of options, this one's the mobile fighting champion, 


ANDROID 


iOS rival packing a lot of features. A wider range 
of mobile specifications can make it a jungle out 
there, but there’s still plenty of great titles. 


Price Various Manufacturer Various Release September 2008 


. DEAD TRIGGER 2 
Genre ACTION Developer MADFINGER GAMES Publisher MADFINGER GAMES: 
This Android shooter may be simplified, but it's a great rush. 


MODERN COMBAT 4: ZERO HOUR 
Gerre ACTION Developer GAMELOFT Publsher GAMELOFT 
‘One of the best FPS experiences on mobile right now. 
). ASPHALT 8: AIRBORNE 
} Genre RACING Developer GAMELOFT Publisher GAMELOFT 
The amazing arcade racer series continues to dazzle. 
>. RAYMAN FIESTA RUN 


Gerre PLATFORM Developer UBISOFT Publisher UBISOFT 
More platforming perfection from Ubisoft. 


ANGRY BIRDS STAR WARS 
Gorre PUZZLE Developer ROVIO Publisher ROVIO 
The Birds and Pigs take to space for a sci-fi puzzle adventure. 


PLANTS VS ZOMBIES 
Gerre STRATEGY Developer POPCAP GAMES Publisher POPCAP GAME 
The original blockbuster tower defence title is still the best. 
. STAR COMMAND 
Genre ACTION Developer WAR BALLOON Publisher WAR BALLOON 
Great strategy squeezed onto your mobile phone. 
TINY THIEF 
§ Gere PUZZLE Developer 5ANTS Publisher ROVIO 
Colourful puzzle adventure that'll have you scratching your head. 
> PITFaLe 
y Genre ARCADE Developer ACTIVISION Publisher ACTIVISION 
The endless 3D runner will swallow your lunch breaks. 
GALAXY ON FIRE 2 HD 


Genre ACTION Developer FISHLABS Publisher FISHLABS 
This Elite-like shooter is an engrossing space opera. 


pularity based on active players 


1: Liberation HD's {IL GINDYAN' 
stealth classic surprised him. 


“When you get a game, you see its art in [gameplay] systems. You see 
a series of things to complete and start categorising enemies by type. 
You're seeing through the Matrix, But Thief did something different, 
About halfway into the game, you're exploring these haunted cities, 
You're in a tunnel and you see something, creeping like a cockroach, 
making this [alien] noise, You don't know what it is. You hide in a 
niche, and this big, insect-like white thing walks by. It does nothing 
but pass through the corridor and continue on. You're left with a 
feeling that you don't know the game at all. It makes no sense to have 
a moment like that from an [development] efficiency point of view, But 
it sticks with the player for years after. We should see more like that.” 


The best way to play the 

iginal is to sign 

urself up to a Steam 

unt on your PC and 

mload it for a few quid 

its currently availabe for 
4.9 
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